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5 AN A3 IVLLULANAADY
Modeling

ANSATVLULULINRDIUDVINE

asasuuudaasuasinasufidluraufeafiu - Aa s
Avuafienuvianefiadunasdnsezasing ifuaauiiinas Tu
AanaasnAndiudannsianudinaninnsasguuudiaag
wia  Tuede  (Modeling)  dolasdnfitsnanainsaudesedutiunag
wuudnaay (Hierarchical Level of Model) w3a fisnunasinglulan
aavnanfInasnsfiindaantilu

1) svaulaTuinil (Homotopy Level) iiluaisfienuluszduaioge

fenuinase 9 wWufieny anuduwus wia Weddu uandnway
2a9inguia unasingiu 9 lussdudnige Ly A1sfienu]e
LU WIasEUNY

2) szeuaia (Set Level) tlunsisnuingiaadanguuasadlsynau

1sa &uNTNeENY q NaeuTuseaulatutni wndradu watdunis
afunuavdlsznaunasingiu iy fuliaiidsznaudia 3eAa
LEUATIALAY WAy szuuAwIULNIe

3) szdunawaaad (Topology Level) w3a funisfienuinguiniéu

NATEFULAR TAEANUAANNANNUS ViFa AalaNITR vasauNTEnT
svnavduiluing favaed ‘Liwdauwdas waziluandnwel
iudnragnsiiausanassindin wia asdlsenavsng 9 Tuaai
ag1neing ardunsiEavuadanuaztduuuiui udu

4) szausanadin (Geometry Level) flunsfienuinglae Aviun

AagulaMatsnadialriduaddilsznausiy 9 1y AKUA
fundy  WAnuavavdlsznavuasina  Geanavinlé  Tesnns
Anuaguns AsAanuavAduluasunly wIa alsldaisn
fienuuuudiaadidu awIadstannaa (Virtual Reality Modeling
Language) tfusiu
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5) seeiunTuaw  (Visualization Level) Hunisfienuinglusedu

UURA Aansiivusadrlsenauusanuauliinauaninadiu
LU IR L&Y W1 ANNARTE Husu

RNsaiIvuaLuuTIaaluLsazsE A Uit UAUANHAILURIIY LAY
Jaseaudidasnsinldld  wiudasnisuansanuwmiiaua’e  Ainag
fE5onuudaadTEduNIuaIw  wia  wndavnsasvnuudtaadsiald
dumlugiudaya  Aanvagandudasasonuuitaasluseduiidnasty
12U FEAULTIANANA WIa syAunanaaal tiluau
asasvuuYdnaasntdluraniimasnnfindasfion  &519v3a
fenuluszdusanadgia nnzazadnlunisiiony wasundasudly wag
GRNAR) goiflumlandnuasumedumanieasnnfing g
wuuIIRaitianldiy  Saulvaanamudnraraasnisanudliiaaiiud
fnzarmenanwizule wia 38lunsasy dodrundielésuvuifnun
nNMstiugadenedaily donle'ldasn q Aa nsfiusdauiifiannian
59U UaE NN5EF91AT9 Wia Mufdsenauilusse
Ensanuudiaasiifianluilagiuaiunsantvlda q doil

1 assasvnuudIaaYIiasvalIn (Wireframe Modeling)

tuudIaadlasIaIafanstdiduaauiatdulasyuassldsieniauan
2ao¥aadufid dadazliiasdudanvaiduravuasingaziiuéu
uananragEty 9  dsynaudulidndaradivinsvaladaiiugilse
2a93ngdasn1sudny Tagasiunisudavslvaasingiiatssning
U9 9 vuRuRY weliudavshuiiaganaluaasing adrlsAny
NFINNAFFAIULDILEUAY 9 LA NNFEUTOFE A URI NN
2292099 INvduLa LA NTUIE TALANAITANTIZ 0N URD 619 9
iufeAuAlElun1TaE IR LY 1R IR RN Taaxaangazlaiu
wUUAIRAINTIAY  WiaiauAuludiuanusindl  wuuinaadlageg
ARATALE5IAE  wngauAuMsESviiansIaRa Ut UGy LUy
A312 9 TUANTRS UL IRDILUNAUIIIUDITAE

2 asdAsvuuuINaaInsecu (Solid Modeling)
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ASFESRLLIIRAINTIFUBHGULsTInailarail a.A. 1970 #5719
fuialdouaanuuunazndntaanaufiinasd nsudAmINTsuLA3aINa
a me/u,ﬂu (CAD/CAM) am:rmofuaauuuumaaamsamuuuﬂaLﬂu
LUUIRAIAEIANNUFUFIU 9 12U NSIENMALN nsednday wia
nsvnszuantiudu  Taausazisugiuazdasfinsldsiufitns 5w
“auaan” way “widwiudau” dusulunisAirvuaing unislden
Ufiieinsassnsuuuya (Boolean Operation) waa édfiicinsiaia Tu
asATuaLLUIIaatY Jag n. Aa Usugiuiie + dsusrutie (Fagq .
WAANAITNINLFUF U e uay Usugrutie wdindradu) udu aaauiis
AAIULUUIRDINTIAUAD &§INTAATIARALANNYAGAY WA Ayl
Tagasuuuanead  WWTUMInNgefua)  fdanuuanaadazianuating
AaruliaguLaaa

nsudly wasuwdasuuuinaainsedu azvinldwmmwignisdinis
neadiamansiaiiiuali ansann  wia AUFNLTRNTHENUUAY
wuuIaaInTIfy  deanaarlifilssaniawiiadasnisas1ouuuItaag
Afanududiay mesdnsevda Aufy uanantunisudasuuusnaas
N5IAULIADITINITATIATEIIAINUYNAAAIUDILLUINRAIATUTENN i
anaasRanaIlunsAwIagy uwasvin'laannluunnseal

n

ANTRZILUUAIRAINIIAURINITaLLYAANTAKAN 9 5 3D Aa

1) n1sTadsusrudsasud (Primitive instancing)

sTuuATEYLLUAaL L HagienuaraaasIngnsIsusINs Tae
AnuadsusIu 9  avansanivualdnaranuuiududssianuag
U LAY
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naeaslgugiu P = (,w,hi,h2)"
dHunsAiualgugruaasingnssdusddneasasiratinu unneasi
Usznauala AN ANNAIIN ANUFIUDIMITNU ANUFIUAIUAIA
1nu

2) msunuiaguuunineg (Sweep Representation)

iHunsAavuaingaadid wia s ufis udlr ana(Fansaining il
MULTAUUA) Ul 1Nad1uasUsynIasdnsvuasing Tty
U AacingLdu

nsANaIngaaiAuuLidauauuld e EUn1evin N AusE LAY

g9tFinasiuin udu desnBannsnnadneaeiin nsne
wuutdaunuu(Translational sweep) dofludzlunisasioing e
LWREuLUuNITUIa TanTIaNAFANTALAITWUTAOAURIUUANWAU
SNHULUDINTWHALINITUNY

=)

andgda Msnewuuuyusau(Rotational sweep) Aan1suyuRNUT
saunnudiIvuaLiagsliunns wia nsefidasns

=

auUNG ATANALLULRauauuLduA TRy UARE 19N UT 138
Fuestiuazidlaundasaura 5U59 wae AAMIIOUNLEUIDTAIN
A1a'ld desnunsaduatiunnieas

3) nnsunuaautan (Boundary representations)

ATLNUADLLAA wIalzandiuin fitswd(B-reps: Boundary
representations) Azfindnnisaaadunsunuinginaussene
2aulua tU/anuan “aIa RIUanUaIIng

HEATeuldaguaiawuy 1
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-NSINALUTUN way gasaautaas (Polyhedral and Euler’s formula) :
AanisAvuaiagWillunsevarawindedaduinanseduiidausau
franuassluarvdaudefifinuzasdufiauiidusuntinuag
winduaadiana auddinualilugasuasaatiaas

D

f

I >

ny — e+ (ny —ny) = 2- (ns — ny)

-AsunuaaLduliannuuiilla (The winged-edge
Representation) : agfinnsiAiuwasinasladuiduifianusazidu tia
RAAINITAIIATUAITATIAZALANUYAADIUDI TATIRT N UITAY

-nsldedfiifinsaauuuya (Boolean set operations) : tflun1s
fienuaauaainglaalidmdjifnisiuadnfinildiuAivuandiviua
sduuuNsRudaussnIINURINABUA TALRNNITANAYRAY

© -

-Asunuzawaanuulildnsealantin wia  uaulndidasa
fivswdw  (Nonpolyhedral b-reps): Aanisidnisunuuauiaanlunis
g vnuINAdUTAsLnunIsT iU el au

4) nsunuinanisuivadagine(Spatial-partitioning

Representations):
Tunsunuingslani1sulydasing 1azudvingaaniflunguuag
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sasudvtinafatfindy ‘Lwdanadedunazdiu  Tasuasudeiiuay
dulgugsruiifauadnasnininadedy  we'liindudasfidnwes
WenAUTRgaasu warausafiufia a1 sunts wasfiead yu
wanen ld'ldvarasduuy Ensunuingdianisutivzaginedi
gunsaudvaanlaaradsgian Ly

-msuaniaasaantdusgiutias (Cell Decomposition): szuuATITULEA

wiadaanifludutan azAvuanuauadlsenautaadeinvua
wfwasliudr ualaaunazivuavitdunwisnfivnasuasidu
Tév dzfuansreandzasivilgugussas (primitive instancing)
aseiasaldfienuinaAfianududaugeni TaansuLdas
Usenavdassssuanvariinfinfadu

-ASLLANLAIANTATAUATAIAAIINY (Spatial-Occupancy
Enumeration) : Aansdlfitaraasnisuaniziadaantiudiutias Taw
Aviualvizasudoiuwanadrutdasaaniuaadiidnwasiviiauduy
NAUsEN15IaBE T UNIATATIZINEAIRUALUIAAIELAD WIal3eandn Jan
vfa(Voxel)

wuudaasianaa  fidafidasunsassoldiie  way  dduiegi
fasnisudndnaavidaamaly  udlasarnuuudraaeiitlsenaudie
fiayadhdauinuiuinn dugasnisiiafuaznibaanuangs
uannnfnuyitaasiiazlifiiayaifionanaaaiuasing  vinlvinns
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Ufjiicinsnivisanadiasadiinisasiagaumugndag Auans
ALY ANUATLANAADIAAIIWINATRUATALAUIAUDY TATIZE
iufifivasianiga advlsAanu AsnslfiiRnsassazuuuyatau
asiitanuviagfiauingaactiu aunsadudalédne

-su'liidgfiau (Octrees): siulsidghauiunisdauilaidnisuanuay
AsATaLATAYLAYINY Walidunsaszuauan1siaAuiidasnislé
zfddautasnannslddanasfiunisulnanuasianug
(divide-and-conquer) duau'ldagiian(quadtree).

au'ldinsudviAgfivuunivuu(BSP:  Binary  Space-Partitioning
Trees): wwAnazasvinuAudulidgion dolndazulzgilunsay
fupaulaaldszuruiideain wasuislipfisnufiftuaandusasadu
fuliinisudpfivuunivuiaswisibafiaanduisgfamiug q
U aausazduLIdIanITaNTTUN LA A LU LA AN LANE1ITY
51

5) waasinuaInseiutdeInseds1y  (CSG: Constructive

Solid Geometry): TuisaAdlnUAINTIAULTITATIRSGIY TUlgU
srusyazgndssnauindiadulaaldiaauasdrdfiicing
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assnzdnfizavya denurindunisiisnuingiuiuleaanse Jean
< P [ A o [-%% a wva < o o
asAulidluduldidsenaumamuljidnisiAulinduaaly  uay

Ugugruaztaulinty Huarasunsatunedidgiicinsassne
LUy wag UHien a1 usunITUuNY ASIRANAUIU LLARYANST
UFuuasauia

<=

2. AsASvuLLIIAaINUAN (Surface Modeling)

wuudaasiuidanisuansinglaanisudaiiufndsenauduily
sUns9ua9dng wiasannsusauandfiuading vinlvisnusauanadiu
Adlulazasingléuiu uaeid adaane w ludu wuudaasiiufiiag
liiRuRItan 1&n 9 viadanin wwnd (Patch) vane 4 fulunisiszana
dufufzasuuudnans  Teeldlulgfisnuifazdivuaiidnsuan
duguwmday  wagldifluiiufidas Gaaddudasfisumndny
(Triangle patch) Taswuudnaasiufifduifiauivaieds iy

1. wasduanawdau(Polygon mesh): wasduatewmdauily

inasiufIssnufnduassluaiawmdsy  wawuusdvais
WdauanusalddssnaslhsaasingfmeiuinTde  &1unsaan
Aanufanatalunsunuinglifiviavdntiaaniatiasunvas
Taamsinmuluaewday  agvihliaunsadseunagli
1lndudaganntiu wadasiflunsuiafilunsdady wag nan
Tunsdsznanaunduauun wag wngnsIgauenaudIaLd
davardindiuvinliainguenu
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J o= o Qs
3. AuRLUUAIUaGILUS

1. WuRuUUgNAsSWKUNLUUA1Kuadiulds (Parametric

polynomial curves ) ifluaisasi9szunuTdannuuine
ANUAAIA X, ¥ UKy Z uulavduddleasiuils ¢ @n
fuiszanduasaunmsnuiuazgaidanliiainundzi
fagnsTisUsreuaaduldoldaunlany QR[S 1pRIbR
sunsaldgunsnnuudnige q 6 udaunsifiauiigada
gUNTNUUNANIRa (cubic curve)

2 AURILUUANATSWYNRLUATviuadavGIuls

(Parametric bivariate polynomial surface)
bivariate(favdus)vunadenisiviuaiAnuadaauuiui?
1A laaldaunisnnuiugadaindssnuaunis aausudinis x,
y way z Tasdadiaglditnmududivuasiufintanfiasie
MAFUAMTNUUINBL LAV UAFRIFILUSTUAITUNUNUAIT
ARIANT taaduninnslidfusdiuvasiufintanfias1adie
Aufuuusivarawdsudiagasnisdseanafiufii Taelag
agouduenIn 9 AufAaiIedziazBdaninfiufiiwuyly
Arlin(Bicubic surfaces)
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3 WuRnaunistin3dsae (Quadric Surface): Wufnaunsaastiu

wsa AuRnAan3n AaRufnd1vuadiaaunIswe f(xxz) 0, 1ngl
7 £ Jdusaunswnunudnigasanudindsda x yuay z Aufigunis
anrdavazldunusUnsenan nsdd wag nwnszuanlalndi@ag

\ 4

4 uwuustaaeiitdayanawaaai

1. 35 Tn1sulasuaunenane (Medial Axis
Transformation)

WHunisiszansinistdeAdunnslunisssrvuuuanaad lifilse@ndaw
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natulaansiAudiayanawanafinasing 1in"nszgn "uadsing AU
= ~ < . . e 1 g o & &
Avna1e wIa tauta (MA: Medial Axis) Naaintilunsegnuasinguuiilu
wnudavanuaaluaigadussaaluing uazdivanuiugnuanzgnandgm
Tinemtie  (wnunavanuaalvnaigandvadiuinauaslinudaudugn
U A ULYINUY)

asudadunufenaignia (duat (MAT: Medial Axis Transform) Aanns
lidanuduiledtuuansaizasuaalvaigadevidindsiugauudy
@ faafuiduaifiniswaunldvainvaialunsasauuuitaadiui
finseanldunuiiayaiinalaing g9 Liflunuudraasiuiinuia
wUUFIRAINTIFUIT I

Matvtdu s lasvasvnseanmalulaaldledtuncs Taan1514
msmmmmaL'smﬂmmmmtmuamﬂ‘lu?jmauaauwm(’tumumusﬂ
nseqn) fdiayaazgnrinlidndisnluananubiginanauasiufic1e
9 Taunisnsasdgyanaisuniuuay  wilasdlugiutasuasununary G
udaotiunrvidutdenalutatiaya windausaduauiuwauionaie
waIIng

2 wuudiaaeiauInil(The homotopy model)

wuudaatauing da wuudaasiildnaauianiusuasdayaiiia
M TAsasiiaya via Amnuduwusiazudasanugndiaszasnawaaall
ADIIRE Taaasoiiuvuudraasiiazearnidusausil(contour)
wuudaasiiaglinawfuasalunsiansianinan(aafifrmaywus
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SudusasivirFugud)uuinguitamsunusifinisildaunlaimina
waaafuasslhoing(iuuanaananndu  wia  Hausadu)liinag
wasuwlasdausasunalufiflefan wunsidansanianisiudan
22l dUTAIRURITAY gdoiflunsiitausasunelunuugasfidnia
(2-manifold) w3a  asudfaudandanisudauzaciiayaiivizunng
(3-manifold) 3adu q

b ‘o5 ( %{ ~ ‘\_‘EE(,_‘
’O) N \% \2\
CJ) B
.S
wuuItaadlalunall vasingsthenauidansadunaiedy Ausl
AU ARD

TuwuudaaeTaluing  asdsundasuasdusauslainisadaviain
ny'ldsnusluuutasadanawfuasnasada asdnngliu nsuanaan
wiaflaudadu via asvelduasdusausd  adnelsAeunisliam
Ingatiavaddaen itiasnasanisuannawaaaduasing twsgda'li
fidayavannsiiiausdazacidusausl S9finsas1eTaseasauanna
waaafiuizunit 1sns1W (Reeb graph)

wiusddruarodiugduassdns deasreanniledduainugenas
TagsUnseanaddnes "A” azAnualraaIngauasinafunusiulu
vuns uag W@udianazduiusiunisiftaudazasdiudne 9 wasdng
LAY IauuATIWAzLNUGILKUI L& UTa LT

Height Axis

Object Reeb Graph Contours

suisdnsWuasidusausduasinasdnseaaea “A”
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sduuyIaasdudfsdinagsvasdnsuazidusausgy
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